2003. 


WARNING: READ BEFORE USING YOUR PLAYSTATION@2 COMPUTER ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain light pat- 
terns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while playing 
video games, including games played on the PlayStation 2 console, may induce an epileptic seizure in these 
individuals. Certain conditions may induce previously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, consult 
your physician prior to playing. If you experience any of the following symptoms while playing a video game — 
dizziness, altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, 
or convulsions—IMMEDIATELY discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first consulting the user manual for your 
projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment America may damage your 
console and/or invalidate your warranty. Only official or licensed peripherals should be used in the controller 
ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 DISC: 
© This disc is intended for use only with PlayStation 2 consoles with the NTSC U/C designation. 


© Do not bend it, crush it or submerge it in liquids. 
© Do not leave it in direct sunlight or near a radiator or other source of heat. 
© Be sure to take an occasional rest break during extended play. 


© Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when not 
in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 


NCAA® FINAL FOUR® 2003 TIPS AND HINTS 


PlayStation 2 Hint Line 

Hints for all games produced by SCEA are available: 

Within the US 1-900-933-SONY (1-900-933-7669) 
$0.95/min. auto hints (All prices subject to change) 

Within Canada: 1-900-451-5757 


$1.50/min. auto hints (All prices subject to change) 


For US callers, the automated support hint line is available 24 hours a day, 7 days a week. Live support is not 
available at this time. Live support for Canada is not available at this time. 


This hint line supports games produced by Sony Computer Entertainment America. No hints will be given on 
our Consumer Service Line. Callers under 18 years of age, please obtain permission from a parent or guardian 
before calling. This service requires a touch-tone phone. 


Consumer Service/Technical Support 1-800-345-SONY (1-800-345-7669) 

Call this number for help with technical support, installation or general questions regarding the PlayStation 2 
console and its peripherals. Representatives are available Monday-Saturday, 6(AM-8PM PST, Sunday 7AM-6:30 
PM PST, 365 days a year (including holidays). 


www.playstation.com and www.989sports.com 
Our news is always hot! Visit our website and find out what's happening — new titles, new products and the 
latest information about the PlayStation computer entertainment systems. 
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GETTING STARTED 


PlayStation®2 Setup 


MEMORY CARD slot 2 
MEMORY CARD slot 1 


———-disc tray 
RESET button 


(OPEN) button 


USB connector ——— 
$400 i.LINK connector 
controller port 1 
controller port 2 


Set up your PlayStation 2 computer entertainment system according to 
the instructions in its Instruction Manual. Make sure the MAIN POWER 
switch (located on the back of the console) is turned ON. Press the 
RESET button. When the power indicator lights up, press the OPEN button 
and the disc tray will open. Place the NCAA Final Four 2003 disc on the 
disc tray with the label side facing up. Press the OPEN button again and 
the disc tray will close. Attach game controllers and other peripherals, as 
appropriate. Follow on-screen instructions and refer to this manual for 
information on using the software. 


STARTING UP 


DUALSHOCK®2 Analog Controller 


R2 button 
R1 button 


L2 button 
L1 button 


directional 
buttons 


—— A button 


left analog stick ——— © button 


(L3 button when pushed down) 


SELECT button X_ button 
ANALOG mode switch }9—— CO button 
START button 


right analog stick 
(R3 button when pushed down) 


MULTITAP 
When using the Multitap (for PlayStation 2), at least one controller must 
be connected to Controller Port 1-A or 2-A. 


SAVING DATA 


You must insert your MEMORY CARD (8MB)(for PlayStation 2) before 
you save or load a file. NCAA Final Four 2003 saves user-defined 
options and all data for Seasons, Tournaments, Records, Roster 
Changes, and Recruits. Up to 710KB of memory must be available on 
your MEMORY CARD (8MB)(for PlayStation 2) in order to save game 
data and user-defined options, while only 7-45KB are needed to save 
user records. If you don’t use a MEMORY CARD (8MB)(for PlayStation 
2), all NCAA Final Four 2003 data will be lost when you turn OFF your 
PlayStation 2 console. See MEMORY CARD (8MB)(for PlayStation 2) on 
page 33 for more information. 


GAME CONTROLS 


Offense 


Move player © /=>/ £ / $ (or left analog stick) 


Shoot © 


Fake shot Tap © 


oe 


Lob pass Tap @ 
Bounce pass Jab @ 
: 
Turbo L Ri | 
Back down 
Separation move when dribbling Right analog stick = / => 


; ee Rotate right analog stick counter 
Spree neperien clnanling clockwise/clockwise 


Dribble fakes + right analog stick 


Pause game = 


Advanced Offense 


Jump-stop post move left/right (GES + right analog stick = /=™> 


+ rotate right analog 
stick =/™> 


Ball-pull post move left/right 


LR2 + right analog 
stick = / => 


Shoulder-fake post move left/right 


LR? + right analog 
stick } 


GE: 8,008 
EE. © 0 0® 
4: 8,006,080 
CH: 8. 8. ©, @ 0 © 


Lean-back post move 


Special dribble when dribbling 


Icon cutting (see page 6) 


Icon passing (see page 7) 


Icon screening (see page 7) 


Defense 


Move player | e/=>/ T/ ¥ (or left analog stick) 


Steal 


Jump/Block 


Switch to nearest defender 


Intentional foul 


® 
® 
fO) 
Pri) 


Turbo 


Defensive crouch 


®@ + left analog stick 
+@, ©, @, or ® 
=+@ 

=+® 


= +O 


Running steal 


Icon switching (see page 7) 


Change defensive set (see page 10) 


Intentional foul option ON/OFF 


Defensive press option ON/OFF 


Double team option ON/OFF 


Pause game 


NCAA 


Ov 


2003 


Free Throw Shooting 


Dribble at line | 


Stretch and raise ball above head | L R2 | 


Spin ball in hand 


Align shot with basket Push analog sticks together (=> / 4) 


Shoot 


Use the left and 
right analog sticks 
to align your free 
throw by stopping 
the shot cursors 
as close to the 
basket as you can 


ON THE COURT 


Icon Cutting 


Icon Cutting allows you to control your teammates by directing them to 
make a Cut to the basket. Hold + to bring up the cutting icons 
shown below each teammate, and then press the icon of a teammate. 


Icon Passing 


Icon Passing allows you to pass the ball to any teammate. Hold to 
bring up the passing icons shown below, and then pass the ball by 
pressing the icon of a teammate. 


Player icons - Pass os” 
the ball to a team- ee 
mate by pressing hg iigoaliecee 
the icons on your , 

controller 


Icon Screening 


Icon Screening allows you to control your teammates by directing them 
to set picks. Hold + to bring up the screening icons and press 
the icon of a teammate. The pick will be set for the ball carrier. 


Icon Switching 


Use Icon Switching on defense to switch control to other players on the 
court. Press to bring up the switching icons shown below each 
player. Once the icons are up, press the icon symbol of the defender you 
want to control. 


Player Identification Icons 


Player Identification Icons are special symbols that appear below the 
players on the court. Other than the icon that represents ball possession, 
these icons represent superstar talents of a select few individuals. 


{ >} Fast player ‘Wy Star player 


Great shooter ( | Player with the ball 
—" . 


‘ 7 


200 


Shot Meter 


The shot meter allows you to time the release of your shot so that it has 
the best possible chance at going through the hoop. To hit the shot, press 
and hold © to activate the shot meter. Release © when the ball fits per- 
fectly into the circular portion of the meter. Releasing the shot button too 
soon or too late will result in a loss of accuracy on the shot. 


The ball must fit 
perfectly with 
the circular ppr- 
tion of the shot 
meter to assuré 
the field goal 


Pregame Menu 
The Pregame Menu gives you the chance to make changes to your game 
attributes before you begin. 


PLAY 


Play starts the game. At the jump ball screen, the referee will throw 
the ball in the air. Time your jump and tap the ball to a teammate by 
pressing @. 


OPTIONS 


Options allow you to customize your game’s rules, presentation, and 
interaction attributes. See Options on page 29 for option descriptions. 


CAMERA 


Selecting Camera allows you to set your favorite camera angle of 
the court. 


e Press t/ $ to select a camera angle. The view will automatically 
adjust so you can see the view of the court from the selected angle. 


e Press € to accept your choice and return to the Pregame Menu. 


LINEUP 


You can change the starting lineups before you start the game. Once the 
game is started, use the Pause Menu to make player substitutions. 


e From TEAM, press «/ = to choose a team. 

¢ Press § to activate the Line Up grid. 

¢ Press t / $ to select a starter or a bench player. Press © to view 
player stats. 

¢ Press @ to select a player, locking him in for a player switch. 


¢ Press / $ to select another player, and then press @ to make 
the change. 


OFFENSE 

Choose your offensive play set for the game. Your choice will become 
your default play set from which you can make play calls on the fly dur- 
ing gameplay. Each offensive play set has the same four plays; pick and 
roll, low post, reverse, and isolation. Each play has a controller icon 
associated with it so you can make your calls during the game by 
pressing the buttons on your controller. As you make new play calls dur- 
ing the game, the icon of the play will flash on the screen. 


NOTE: Call a play while on the court by holding .&, and pressing one of 
the icon symbols. 

e From TEAM, press «/ = to choose a team. 

e Press § to SET, and then press «/ = to choose your play set. 

e Press & to accept the default set. 


Pick and Roll 

A pick and roll uses the center to set a pick for a guard. As the defense 
switches its matchup, the center rolls off the pick to receive a pass for 
a shot. 


Low Post 
Create a shot for your center down low in the paint. 


Center works 
for position in 
the post 


Player with 
the ball 


Reverse 


Pass the ball around the perimeter in one direction, while your forward 
works himself free to the opposite side of the court. The ball is reversed 
back to that side where your forward will receive the ball. 


Isolation 


Use the talents of individual players by using an isolation play to clear out 
the rest of your players and the defenders to one side of the court, leav- 
ing a one-on-one situation. 


DEFENSE 


Choose your defensive style, press option, intentional foul option, double 
team option, and defensive pressure for the game. Once setup, your 
team will play defense using these game options. However, during the 
game, you can make defensive play call changes on the fly. As you make 
new play call changes during the game, they will flash on the screen. 


NOTE: Call a play while on the court by holding &, and pressing one of 
the icon symbols. To call a new defensive style, repeatedly press & to 
cycle through style options and choose a new style. 

¢ From TEAM, press «/= to choose a team. 


e Press § to select a defensive option, and then press / =» to make 
a change. 


e Press § to PRESSURE, and then press «/ =» to set the amount of 
defensive pressure that will be applied to each defensive style. 


e Press @& to accept your defensive setup. 


Man to Man 
Man to Man has each player picking up a man to defend. 


Box & 1 and Triangle & 2 


These are a combination of zone and man to man defenses. The shape 
describes the position of the zone players and the number represents the 
number of man defenders in that defense. 


The Box & 1 contains four defenders positioned at the four corners around 
the lane, and one man-to-man defender protecting the three point line 
and guarding the ball handler. 


The concept is the same for the Triangle & 2. Three zone defenders posi- 
tion themselves in a triangle formation around the lane, and two man-to- 
man defenders follow the ball, while protecting the three point line. 


1-3-1, 2-1-2, and 2-3 
These are all types of zone defenses. Each number represents a player and 
their location on the defensive end of the court. 1-3-1 has a man at the top 


of the key and underneath the basket as three men spread across the mid- 
dle of the key. The concept is the same for 2-1-2 and 2-3 defenses. 


CONTROLLER 


See Controller on page 14 for more information. 


INJURY REPORT 


View the injuries that have taken place during the course of the game. You 
can view each team’s injuries by pressing «/= from the TEAM item. 


Quir 


Quits the current game and returns you to the Main Menu. 


Pause Menu 


Press 2 to pause the game and bring up the following menu options. 
For menu options in the Pause Menu not described below, see Pregame 
Menu on page 8 or Options on page 29 for more information. 


RESUME 
Resumes the game at the point that it had been paused. 


REPLAY 


Replay gives you a chance to analyze the last play. Use the controls 
shown on the screen to control the flow of the replay. 


GAME STATS 


Game Stats are compiled for the current game in progress. 
e Press t / $ to view the entire list of Game Stats. 


PLAYER STATS 

View the current game’s player stats. 

e From TEAM, press «/ =» to choose a team. 
e Press § to enter the Player Stats grid. 


e Press «/=» to select a statistical category. To sort a stat category, 
organizing players from best to worst, highlight a stat category and 
press ©. 


e Press t / $ to view the entire list of team stats. 


SHOT CHART 


The Shot Chart will show where on the court a player has taken his 
shots. Red dots are shots that were made. Blue dots are shots that were 
missed. Shots can be viewed for either team and any player. 


© Press /=» to choose a team. 


e Press § to PLAYER, and then press «/ =» to view the shots of 
each player. 


TIMEOUT 


Selecting this option will result in a timeout being called for your team. 
You must have possession of the ball to call a timeout. Each team 
receives five timeouts per game. Up to four timeouts can be carried over 
to the second half. 


QUICK START 


To avoid the pregame setup of a matchup, choose Quick Start to play a 
game featuring two teams randomly chosen by the CPU. Pick one of the 
teams and begin play. It’s as simple as that. If you decide after selecting 
Quick Start that you would prefer to set up a different game format: 


e Press ® from the Controller screen to go back to the Main Menu. 
NOTE: See Exhibition below to learn how to configure your controller. 


EXHIBITION 


Exhibition games allow you to play single games between any two 
teams. Play against a tough division rival or play with two teams that 
might not see each other during the course of a regular Season. Use the 
team ratings on the screen to create good matchups for your game. 


NOTE: Exhibition games are not recorded in Season standings and game 
and player stats are not saved. 
e Press @ to select the home or away team. 


e Press /=» to choose a team. You can press / xm to cycle 
alphabetically through the teams. 


¢ Repeat these steps to make a selection for the opposing team. 
¢ Press @ to accept the team matchup and bring up the Controller screen. 


Controller 


Choose a team to control for your game and also configure your con- 
troller to change the action of its buttons. You can also set your controller 
for vibration, enabling you to feel game sensations. 


e Press /=» to choose a team. 


e Press © to configure your controller by setting different offensive and 
defensive actions for your controller buttons. 


e Press # / $ to highlight a game action. 


e Press «=/=» to change the action button symbol. If after you make 
changes to your controller setup you decide to use the default set- 
tings, press @. 


¢ Repeat the previous two steps to complete your controller configura- 
tion for each button symbol. 


e Press © to turn Vibration ON/OFF. 
e Press & to accept the new configuration or press ® to cancel. 
e Press & to play the game. 


As you change sontroter ———— 
one button Offense BUTTON Defense 
action, be aware : 

that others will Sliee’ uae 

also change Sriaso e ron 


SP. DRIBBLE i INTENTIONAL FOUL 
BACKDOWN 2 DEF. STANCE 
ICON PASS ez ICON SwiTcH 


cot () Detauit — Vibration: On ‘* > Select 


NEW SEASON 


The objective of New Season mode is to make it into the NCAA Tourna- 
ment’s field of 64. A New Season consists of 28 games and may 
include a conference championship tournament when all Season games 
are complete. 


Select Team 


You can select a team from the entire field of NCAA teams or you can 
select a conference and choose from just those within the conference. 


e Press #/ § to CONFERENCE, and then press /=» to choose a 
conference from which to select your team. To select a team from 
the entire field of NCAA teams, make the conference selection ALL. 
You can also press / xm to cycle alphabetically through the 
conferences. 


e Press # / $ to SCHOOL, and then press «/ =» to choose a team. You 
can press / to cycle alphabetically through the schools. Use 
the team ratings shown on the screen to setup good matchups. 

e Press € to select your team and continue. A Create Player dialog box 
will pop up asking if you would like to create your own players for 
your team. 

e Press @ to create your own players or @ to move to the Season 
Schedule and begin your Season. 


Create Player 


Change the attributes and abilities of any player on your roster. 


e Press t / $ to highlight a starter or player from the bench, and then 
press @ to delete that player and create a new one. Starters are 
marked with a position abbreviation by their number (e.g., PG). 


e Press t/ $ to select an attribute or ability and press / = to make 
a change. In the case of changing a player’s abilities, his overall ability 
can increase or decrease as you alter each ability option. Each option 
can go as low as 40 and as high as 99. 


e Press € to create your player and return to the current roster screen. 


Season Menu 
CONTINUE 


Continue brings you to the Schedule screen where you can select any 
game on the schedule to play or simulate. See Season Schedule below. 


SEASON SCHEDULE 


Select any game on the schedule to play or simulate. If you choose to 
play or simulate a game further down in the schedule, all games prior to 
it will be simulated. 


e Press t/ $ to select a game on the schedule to play. You can simu- 
late any game on the schedule by highlighting it and pressing ©. Once 
a game is simulated, it cannot be replayed. 


e Press & to play a game and bring up the Controller screen. See 
Controller on page 14 for more information. 


When your Season is complete, from the Schedule screen, press €& to 
enter your conference’s Tournament. When your conference’s Tournament 
is complete, the NCAA Tournament will begin. If your team does not have 
a conference Tournament and you have qualified for the NCAA Tourna- 
ment, you will then enter the NCAA Tournament bracket. 


e Press € to play your game and bring up the Controller screen. See 
Controller on page 14 for more information. 


PRACTICE SCHEDULE 


The Practice Schedule gives your players time to work on their funda- 
mentals and increase their strength and conditioning. Depending on the 
scheduled opponent, you may want your team to focus on certain 
aspects of its game. You can change the amount of hours your team 
practices and the percentage of time your team spends on each drill per 
session (e.g., Shooting Drills: 10%). 


e From Practice Hours, press /= to select a day of the week. 


e Press & to change the hours of practice for that day. You can prac- 
tice for a maximum of 4 hours. If you decrease the number of hours 
you practice for a particular day(s), you can then increase the num- 
ber of hours to practice for a different day. Press @ to return to the 
default settings. 


e Press t/ $ to select a team drill. 


e Press «/=» to change its percentage setting. By decreasing the per- 
centage time of one drill, you can then increase the time spent on 
another drill. Press @ to return to the default settings. 


e Press © to move to the game date on the Schedule screen. 


Practice Schedule 


Practice any day 
of the week for up 
to 4 hours 


Change the time 
spent on each drill 
to meet your team 
needs 


STANDINGS 


The Standings screen will show the place of each team within its respec- 
tive conference. After each game is played, check your team’s position 
within the conference and its overall win/loss record. 


e From CONFERENCE, press /= to choose a Division I-A Conference. 
You can press / to cycle alphabetically through the conferences. 


e Press § to enter the standings grid. 
e Press  / $ to view the entire list of teams within the conference. 


STATS 

View the statistics of all the individual players and teams in Division I-A. 

Stats are only available for Seasons and Tournaments. 

¢ From the Stats screen, press ¥ / § to select Individuals or Teams. 

e From CONFERENCE, press /= to choose a conference from which 
to select your team. To select a team from the entire field of NCAA 
teams, make the conference selection ALL. You can press / a 
to cycle alphabetically through the conferences. 


e Press § to TEAM, and then press «=/= to choose a team. You can 
press / Gam to cycle alphabetically through the teams. 


e Press § to enter the stats grid. To sort a stat category, organizing 
players or teams from best to worst, press «=/ = to highlight a stat 
category, and then press @ (from the individuals stats) or © (from the 
team stats). 


NOTE: From the Individual Stats screen, you can view a player's details 
by pressing ©. From this screen, you can edit a player's name. See Edit 
Player Name below. 

e Press t/ $ to view the entire list of players or teams. 

e Press «/=» to view the entire list of statistical categories. 


Edit Player Name 
To edit a player’s name, from the Player Details screen: 


e Press /=>/ #/ ¥ to choose a character, and then press & to 
enter it. 


e Press t/ $ to select the DONE key, and then press & to accept your 
player name and return to the Player Detail screen. 


¢ Continue pressing @ to move back to the Season Menu. 


ROSTER 


Set new starters for your game and check the player injury reports from 
around the NCAA Division I-A. 


Set Starters 

Substitute a starter for a player off of the bench. If you created players 
when you started your Season, the new players will appear on your roster. 
e Press t / ¥ to select a starter to replace. You can press «/ =» to 
view all of a player's attributes. You can also press @ to view a play- 
er’s details. 


e Press @ to move to the bench, and then press # / $ to highlight a 
player to replace your starter. 


e Press @ to change your starter. 


Injuries 
View the list of player injuries that have been reported during the Season. 


e From CONFERENCE, press «/= to choose a conference. To view the 
entire list of injuries, from CONFERENCE, choose ALL. 


e Press § to enter the injury report grid. 
e Press t / ¥ to view the entire list of players and their injuries. 


POLLS 


Coaches and Writers Polls are used to rank the top 25 teams in the 
country. View the up-to-date polls to see if your team ranks among the 
best in the country. 


e From POLL, press /=» to choose Writers or Coaches Poll. 
e Press § to enter the Polls grid. 
e Press t/ ¥ to view the entire list of ranked teams. 


AWARDS 


Awards are given out to the Season’s top performers. As a Season 
unfolds, view the leading candidates for First and Second Team All-Con- 
ference and the Conference Player of the Year. 


¢ From CONFERENCE, press «/ =» to choose a conference and view the 
leading candidates. To view leading candidates for the entire Division 
I-A, choose ALL from CONFERENCE. 


BUBBLE WATCH 


A team is on the bubble 
when it has just enough 
wins to enter the NCAA 
Tournament, but not 
enough wins to make 
its berth automatic. The yeieet er 
NCAA selection commit- rps 5498 
tee will determine 
which of these teams 
deserves to play in the 
NCAA Tournament. The 
Bubble Watch is only available during a Season and after February 1°. 


e Press t/ $ to view the entire list of teams on the bubble. 


Bubble Watch 


NCAA 


OUR 


2003 


NEW DYNASTY 


New Dynasty is a multi-season format that allows you to take your 
favorite college team and attempt to build it into a powerhouse program. 
Part of building a New Dynasty is choosing your coaching level. You can 
start out as an Graduate Assistant or Assistant Coach or start at the top 
as a Head Coach. At the end of each Season you'll be recruiting high 
school players from around the country to attend your school. The object 
is for your school to improve each year. The success of your team will 
determine the quality of freshman that attend your school. 


NOTE: All roster cuts and recruiting take place at the end of a Season. 


Coach Rank Select 


Choose a coaching level for your New Dynasty from the following choic- 
es. Each coaching level has defined recruiting options. 


GRADUATE ASSISTANT 


Player recruiting at this rank is done by the CPU. For automatic recruit- 
ing, choose this option. 


ASSISTANT COACH 


As an Assistant Coach, you have control over the recruiting process. 
Assistant Coaches have 5 visits per session to use on potential recruits in 
an attempt to lure them to their school. 


HEAD COACH 


As a Head Coach, you have control over the recruiting process. At Sea- 
son’s end, you'll have 10 visits per session to use on potential recruits in 
an attempt to lure them to your school. 


e Press t / $ to select a coaching level, and then press & to move to 
the Select Team screen. 


e You can choose a school from the entire NCAA Division I-A or choose a 
specific conference from which to select a team. From SCHOOL, press 
«/= to choose a team. You can press / Gam to cycle alphabeti- 
cally through the schools. 


e Press & to continue. A popup screen will appear asking you if you 
want to name your coach. Press & to name your coach or @ to move 
to the Dynasty Menu. 


Coach Name 
To name your coach, from the onscreen naming system: 


e Press /=/ f/ $ to choose a character, and then press €& to 
enter it. 


e Press t / $ to select the DONE key, and then press €& to accept your 
player name and move to the Dynasty Menu. 


Dynasty Menu 


Menu items for New Dynasty are identical to the Season Menu other than 
the Continue item. See Season Menu on page 16 for information on all 
other menu items. 


CONTINUE 


Continue allows you to re-enter your New Dynasty’s Season at the next 

scheduled game. At the end of the Season, Continue will bring you to the 

conference and NCAA Tournaments. 

If you have played a New Dynasty Season as an Assistant Coach or a 

Head Coach, Continue will start the next Season by giving you the oppor- 

tunity to cut players from your roster and travel the country searching for 

new recruits. 

Once the Season is over and the Tournaments are finished: 

e Highlight CONTINUE from the Dynasty Menu, and then press €& to 
bring up the Season End screen. 

e Press € to continue and start the next Season. You will then find out 
how many of your players graduated and how many left early for the 
pros, giving you an idea of how many recruits you'll need to land. 


e Press €& to continue to the Roster Cut screen. 
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ROSTER CUT 


This is your chance to remove or cut players from your roster to make 
room for new talent. 

e Press t / ¥ to highlight a player to cut. 

e Press @ to mark him. 

e Press € to make the cut and continue. 


RECRUITING REGIONS 


The number of 
recruiting visits you 
make will depend AECRUT@O sussion 1 
on the coaching 
level you chose at 
the beginning of the 


RECRUITING REGIONS 


New Dynasty. 
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recruiting: 


© Press /=/ #/ ¥ to choose a region. 
e Press & to visit the region and bring up the Recruiting States screen. 


RECRUITING STATES 


This screen allows you to choose a state to recruit from within the 
selected region. 


e Press t / $ to select a state. 
e Press & to visit the state. 


NOTE: Press © to create your own players. See Create Player on page 15 
for more information. 


RECRUITING LIST 


The Recruiting List gives detailed information on each recruit including 
their interest level in your school. 


e Press t / $ to highlight a recruit, and then press & to view his bio. 


e If you would like to make a visit for this recruit, press €. The total 
number of visits allowed will be shown at the top of the screen and 
will reduce in number as you make your visits. 


e After spending a visit on a recruit, return to the Recruiting List by 
pressing @. You can visit more of the recruits listed or go back to the 
Recruiting States screen and choose a different state to recruit from. 
You can continue to recruit from this region or press @ to go back to 
the Recruiting Regions screen and select a different region. 


e After using up all of your visits, press @ to end your recruiting session 
and go to the next session. There are a total of four recruiting ses- 
sions. To improve your chances of successfully recruiting a player, visit 
the player during each recruitment session. 
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CANDIDATES 


From the Candidates screen you will choose from the list of recruits that 
have excepted your invitation to attend your school. You will need to fill 
all of the open spots on your roster. The number of spots to be filled on 
your roster will be shown on the bottom of the screen. 


e Press t/ ¥ to select a recruit, and then press & to accept the player 
and add him to your roster. Continue to add players until you have 
filled all of your spots. 


e Press @ when done to view the top 20 recruiting classes. 
e Press & to continue to the Line Up screen. 


From the Line Up screen, you can edit your starting line ups before each 
game. In this case, you will be making changes before the first game of 
the Season. 


To make a change to the line up: 


e Press # / $ to highlight a starter. You can press / =» from a player 
to view all of his attributes or press © to view a player’s details. 


¢ Press @ to select that player, which will move the cursor to the 
bench grid. 


e Press # / $ to highlight a player to replace the starter. 
¢ Press @ to make the change to your line up. 


e Press & when done to move back to the Dynasty Menu where you 
can begin the new Season. 


NEW CAREER 


A New Career is a multi-season format that gives you the chance to 
develop as a coach and work your way up the coaching ladder. You will 
start your career as a Graduate Assistant at a small school and move your 
way up the coaching ranks to become a Head Coach of a major college 
program. At the end of each Season, your performance will be evaluated. 
The object is to improve upon the previous Season’s results. Your win/loss 
record at the end of each Season will determine whether you receive 
Assistant or Head Coach offers from your school or other schools in the 
NCAA Division I-A. Once you reach Assistant or Head Coach levels, you 
will participate in the recruiting process. As a coach, your team’s failures 
on the field and in the won/loss column can result in you losing your job. 


Select Team 


e From SCHOOL, press /=» to choose a team. You will notice that the 
schools available are smaller, lesser-known schools. Once your team 
has reached a level of promise and recognition, you will begin to 
receive offers from well-know, prestigious schools. 

e Press € to continue. A popup screen will appear asking you if you 
want to name your coach. Press € to name your coach or @ to move 
to the Dynasty Menu. 


Coach Name 

To name your coach, from the onscreen naming system: 

e Press /=>/ t/ ¥ to choose a character, and then press & to 
enter it. 


e Press t / $ to select the DONE key, and then press €& to accept your 
coach name and move to the Dynasty Menu. 


Career Menu 


Menu items for Career are identical to the Season Menu other than the 
Continue item. See Season Menu on page 16 for information on all other 
menu items. 


CONTINUE 
Continue allows you to re- 
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When the Season and Tour- 
naments are over, your 
coaching performance will 
be rated. If you are offered 
positions as an Assistant or 
Head Coach and you accept one of them, at the end of a Season you will 
then be responsible for recruiting players. See New Dynasty on pages 20- 
24 for information on how to recruit. 


e After selecting CONTINUE from the Career Menu, you will be shown 
your evaluation from the Performance screen. Your job performance 
will determine your future as a coach. 


e Press & to move to the Job Openings screen. 


JOB OPENINGS 
Listed on this screen will be all of the job offers that you have received. 


e Press t / $ to view each offer. As each position is highlighted, 
team attributes will appear, giving you an idea of each team’s cur- 
rent state. 


e Press @& to select your team. Notice that one of the job offers will 
be to keep your current job. If you stay with your current program, 
you have a chance to build on the previous year’s successes and 
get even better offers at the end of the following Season. 


¢ Press @& to bring up the Season End screen. 


e Press & to continue and start the next Season. You will then find out 
how many of your players graduated and how many left early for the 
pros, giving you an idea of how many recruits you’ll need to land. 


¢ Continually press € to move through the Season End screens and get 
to the Roster Cut screen. See New Dynasty on pages 20-24 for infor- 
mation on roster cuts, recruiting, and changing your starting line up. 


NEW TOURNAMENT 


A New Tournament is the NCAA’s Championship Tournament. You can 
enter the tournament and play for the national title with any of the teams 
available in the NCAA's Division 1-A. 


e Press t / $ to CONFERENCE, and then press «/ =» to choose a con- 
ference from which to select your team. To select a team from the entire 
field of NCAA teams, make the conference selection ALL. You can press 
/ Gam to cycle alphabetically through the conferences. 


e Press t / § to SCHOOL, and then press / =» to choose a team. You 
can press / Gam to cycle alphabetically through the schools. 


e Press & to select your team and continue. A Create Player dialog box 
will pop up asking if you would like to create your own players for 
your team. See Create Player on page 15 for more information. 


e Press @ to create your own players or ® to move to the Tourna- 
ment Menu. 


To continue to the Tournament: 


e Press t / $ to select Continue, and then press &. Once you enter the 
Tournament, you will move to the Tournament screen where all Season 
games will be simulated. The Tournament will begin with four regional 
brackets made up of 64 teams. 


To use the Tournament Map to navigate through the tourney brackets: 
e Press @ to select the tree map. 


e Press t / $ //=> to move through each Region and view each of 
the matchups. 


Press @ to switch control back to your bracket. You must move back 
to your bracket to play your game. 


Press € to play your game. 
NOTE: You can simulate each round of the Tournament by pressing ©. 


CONTINUE 


Continue a Season or Tournament at the next scheduled game. To use 
the Continue option, you must have already started a Season or Tour- 
nament or loaded a previously saved Season or Tournament from a 
MEMORY CARD (8MB)(for PlayStation 2). 


ARCADE 


An Arcade game is an Exhibition game that allows you to play at a faster 
pace with exaggerated special moves. See Exhibition on page 13 for 
more information on setting up a game. 


PRACTICE 


Practice 


Work on your fundamentals before playing in a game. You can practice 
shooting, free throw shooting, and timing techniques. 


¢ Press «/=> to choose a team, and then press € to go to the Prac- 
tice Menu. 


PLAY 


Choose Play to begin your Practice session. 


SELECT PLAYER 


Choose a starter to work on his game. As your Practice session moves 
along, change your player control to other starters on the team. 


e Press # / $ to choose a player, and then press & to go back to the 
Practice Menu. 


OFFENSE 


Choose the offen- ? 
sive set to work on Offense 
in your Practice ses- 
sion. Practice the 
Pick and Roll, Low Pick and Roll 
Post, Reverse, and Low Post 


Reverse 


Isolation plays. Isolation 

e Press § to SET, 
and then press 
/ = to choose 
a play set. 

¢ Press & to go back to the Practice Menu. 


Perimeter 


PRACTICE OPTIONS 


Choose the Practice Options for your session. 


Practice 


Choose the type of drills you will run during practice from Shoot Around, 
Free Throws, and Run Plays. 


Ball Magnet 


With Ball Magnet set to ON, after a player shoots the ball, it will be 
returned to him automatically. Set to OFF, your player must retrieve the 
ball after his shot. 


Difficulty 
The player difficulty will determine each player’s ability. Choose from the 


Freshman, Sophomore, Junior, or Senior levels. The higher the level, the 
tougher the challenge. 


OPTIONS 


Use the following options to set your game attributes. Options can still be 
altered after a game is started either from the Pregame Menu or by 
pausing the game and choosing Options from the Pause Menu. 


Rules 
HALF LENGTH 


There are two halves in a regulation game. Set each half length of the 
game to 5, 10, or 20 minutes. 


DIFFICULTY 


The player difficulty will determine each player’s offensive and defensive 
ability. Choose from the Freshman, Sophomore, Junior, or Senior levels. 


INJURIES 


Player injuries can occur during your game and may keep a player off the 
court for an extended period of time. If you do not want to put your play- 
ers at risk to an injury, keep this option set to OFF. 
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FATIGUE 


Fatigue controls the exhaustion factor of the players on the court. Setting 
Fatigue to OFF keeps the players fresh for the entire game. 


SUBSTITUTION 


Choose a player substitution setting for the game. MANUAL gives you 
control to make player substitutions. AUTO will give control to the CPU 
allowing it to make substitutions when it sees fit during the game. 


FOULS 


Each player gets five personal fouls before he fouls out of the game. Set 
this option to OFF to avoid fouls from being called during the game. 


SHOOTING FOULS 


A shooting foul occurs when a player, who is in the act of shooting the 
ball, gets fouled. Set the rate at which these fouls will be called during 
the game. 


REACH-IN FOULS 


A reach-in foul occurs when a defender reaches into the ball handler’s 
mid-section area. Set the rate at which these fouls will be called during 
the game. 


CHARGING FOULS 


A charging foul occurs when a defensive player has position with his feet 
set and the offensive player with the ball charges into him (makes contact) 
on his way to the basket for a shot. Set the rate at which these fouls will be 
called during the game. 


BLOCKED SHOTS 


Set the rate at which shots are blocked during the game. 


STEALS 
Set the rate at which steals occur during the game. 


CPU SHOOTING 


While you control one player on the court at a time, the CPU controls the 
rest. CPU shooting controls the shooting accuracy of the other players on 
the court. 


Presentation 


SOUND 
Turn the sound of the front-end music ON/OFF. 


SURROUND 

You can set the sound for your game to surround sound by setting this 
option to ON. 

CROWD 

Control the noise level of the crowd for your game by adjusting the level 
of the crowd noise. 

PLAY-BY-PLAY 

Adjust the volume level of the play-by-play commentator. 


SFX 


Special sound effects of the game can include squeaking sneakers, 
whistles blowing, and baskets swishing. Adjust the volume level of these 
effects for the game. 


music 


Adjust the volume level of the in-game and front-end music. 


AUTO REPLAYS 


When exciting plays happen on the court, you don’t want to miss them. 
With this option set high, Auto Replays will automatically show these 
special plays immediately after they happen. 


Interaction 


TOUCH SHOOTING 


Touch Shooting gives you better control over a player’s shooting ability. 
With Touch Shooting set to ON, a shot meter will appear on the screen 
when your player takes a shot. See Shot Meter on page 8 for more 
information. 


NOTE: If the green border on the circular portion of the shot meter turns 
red, your player is out of range for his skill level. 


GAME SPEED 


Use Game Speed to set the pace or movement of the game. The higher 
the number, the faster the game action moves. 


PLAYER ID 


With Player ID ON, player identification (i.e., position and number) will be 
shown under your player during the game. 


RECORDS 


Team records are kept for each difficulty level and half length. 
From DIFFICULTY, press «/ = to choose a difficulty level. 
Press # / § to HALF LENGTH. 

Press «= / =» to choose a length of 5, 10 or 20. 

Press t / $ to view the entire list of records set. 


MEMORY CARD (8mb)(tor PlayStation 2) 


Manage the files on your MEMORY CARD (8MB)(for PlayStation 2) by sav- 
ing, loading, or deleting games and records. 


Save Game 


To save a finished game to the MEMORY CARD (8MB)(for PlayStation 2): 


e Press t/ § to select MEMORY CARD (8MB)(for PlayStation 2) slot 
1 or 2. 


e Name your game by pressing /=» to cycle through the alphabet and 
pressing @ to lock in the letters. You can back up and delete a letter 
by pressing @. 

e Press © to end the save setup, and then press @ to select YES and 
save the game. You can overwrite a saved game with one having the 
same name by following this step. 


vave Game 


MEMORY CARD siot 1 


Choose a slot Please enter # name for your saved game. 


Create a unique 
name 


Exit X Setect [) Delete End ‘? Letters > MEMORY CAI 


Load Game 

To continue a Season or Tournament, you must first load it from the 
MEMORY CARD (8MB)(for PlayStation 2). 

From the Load Game screen: 


e Press «/= to choose MEMORY CARD (8MB)(for PlayStation 2) slot 
1 or 2. 


e Press t / $ to choose a game from the MEMORY CARD (8MB)(for 
PlayStation 2), and then press € to load the game. 
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Save Records 


To save the records from a Season or Tournament, from the Save 
Records screen: 


e Press «/=» to choose MEMORY CARD (8MB)(for PlayStation 2) 
slot 1 or 2. 


e Press @ to select YES and save the records. 


If records already exist on your MEMORY CARD (8MB)(for PlayStation 2), 
you will be asked if you want to update your records. 


e Press & to update records. 
¢ Press @ to confirm the overwrite. 


Load Records 

Load previously saved records from the MEMORY CARD (8MB)(for 
PlayStation 2). 

From the Load Records screen: 


e Press «/=> to choose MEMORY CARD (8MB)(for PlayStation 2) slot 
1 or 2. 


e Press @& to load records. 


Delete Files 
Delete files from the MEMORY CARD (8MB)(for PlayStation 2). 
From the Delete Files screen: 


¢ Press «/=» to choose MEMORY CARD (8MB)(for PlayStation 2) slot 
1or2. 


e Press t / $ to select a file to delete, and then press @. 
e Press @ to select YES and delete the file. 
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